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COMING SOON 
The homepage!! 


SUPER SPECIAL THANKS 

Konami, Namco, all 
the stores who helped with ads 
and magazines, all those who 
entered the questionnaire 
contest,and thanks to all the 
readers out there that support 
us!!! We loves ya! 


IttyBitty Fine Print Legal Stuff 


Game Rave, Rave Publications, 
are copyright 1997 Jason 
Dvorak. All game names, photos 
and artwork are the copyrights, 
trademarks, and whatever of the 
respected companies. No 
infringement on these copyrights 
is taken nor is attempted. 
Everything else is Game Rave 
property and cannot be reprinted, 
copied, stolen, reproduced, or 
thrown away without the express 
written consent and some major 
groveling to the staff. Now if we 
could just get that subscription 
run going, this would be a lot 
easier... 


(C) Copyright 1997 Rave Pub. 


Readers are still all the Rave... 


Welcome one and all to the brand new Game Rave #1. After a successful 
trial run and a great #0, we are in full swing. Thank you for all the support you 
have given us in the past, and thank you even more for the support you are 
about to give. 

#1 brings a whole new frontier to Game Rave. The staff has grown from 
a mere three to roughly eight and nine. We are back to the twenty page formats, 


and are striving to bring you the most honest and truthful reviews around. We 


are constantly attempting to bring you closer to the gaming scene as possible, 


| and have started on the road to greener pastures. 


With this first issue, we are proud to be the first magazine with a printed 
review of the Japanese Saturn Import X-Men Vs Street Fighter. Such a huge 
game to take in, it has also brought us to the first multi-editor review. Major in- 
depth coverage at two very crammed pages long, it is the star of this issue. Not 
only is this a review, but it helps to show what kind of situation Sega of America 
is in right now. Here is a pretty exact arcade conversion sitting pretty in Japan, 


| and they have no intention of bringing it over. Our ‘Closer Look’ this issue is 


indeed the American Saturn, and how badly Sega USA has handled it 

Also, we have been growing behind the scenes as well. Not only have 
we been signed on with Namco and Konami for news and releases, but we are 
also currently in talks with several locations for a wider distribution. Life is 
good. 

We also finally have a letters page, joy of joys! Remember, we will 
answer any mail we get, whether it be snail or e-mail. If there’s a great e-mail 
question, we’ll print in the issue with the answer, as well as responding back to 
the sender over e-mail. | 

Finally, with this Christmas season in full swing, I want to thank every- 


| one and wish them the happiest of holidays. Personally, this magazine is prob- 


ably the greatest gift I could have gotten so far, and it’s something I want to 


| share with everyone. Here’s hoping that all your holiday gaming is joyous and 


peaceful (unless you’re playing Nightmare Creatures, or something...). 


Merry Christmas and Joyous New Gaming Year, 


—— nn ff | 4 


Jason Dvorak 
Editor in Chief 


$10 Gift Certificate Winner! 
Congrats to Dan Bischof 
Dan chose Microplay of 
Oak Lawn for his prize. 


Getting the Picture... 


Besides the obvious 
problems mentioned 
in the article, there are 
other little things that 


Sega never could over- 


come. The first are 
game screen pictures 
on the back of the 
boxes. Take a look at 
most Sega brand 
games, and what you 
get are grainy, some- 
times out of focus 
shots that don’t do the 
game it’s advertising 
justice. 


And the artwork, the 
horrible, horrible art- 
work that disgraces the 
| covers. Golden Axe, 
Astal, Guardian He- 
| roes, all of them have 
been butchered by 
Sega USA. : 


They also need to go 
back to CD Jewel 
cases. Those Sega CD 
crates are too big and 
bulky. People actually 
like the Jewel cases. 


It was 1994 , the video 
game community was still in it’s 
16-bit glory. The Super Nintendo 
and Genesis were taking arms 
against each other, with both 
Nintendo and Sega fighting for the 
game player’s dollar. The systems 
each had their strong points, 
Nintendo with it’s target audience 
children, and Sega going for the 
sports fanatic. Everything was in 
harmony as it should be. But then, 
Sega began a campaign that would 
forever mar it’s image; the ‘add- 
on/suicide’ campaign. 

Sega, in an attempt to 
grab that extra edge over Nintendo 
released the Sega CD attachment 
for the Genesis. It was roughly 
$250, and it made promises of 
great games, new areas of gaming 
and so forth. Unfortunately, it 
brought Make-Your-Music-Video 
coasters and landed the hateful 
“FMV Game’ syndrome, which 
both Digital Pictures and Sega fell 
victim. 

However, Sega of 
America was still trying to get the 
upper hand, and with the Jaguar 
and 3DO systems claiming “more 
bits 1s better’ problem, they 
needed their own higher bit 
system. Sega released the $150 
32X add on, and unknowingly 
began the slow descent into the 
bargain bin nightmare. 

With game players now 
$400 in the hole with add ons, 
they waited for the great games to 
arrive. And while games like 
Silpheed, Shadow Squadron, 
Lunar , and Snatcher making 
great sales for the systems, it was 
obvious that “The Next Level” of 
Sega gaming was not all it should 


SEGA OF 
AMERICA’S 
FALL FROM 
GRACE 


have been. 

Sega had stretched themselves too 
far across the platform scene. Here was a 
single company that had to deal with a 
Genesis, a Sega CD, a 32X, and the Game 
Gear. Attempting to make a great game is © 
something, but making great games for four 
systems at the same time was not something 
Sega could handle. But they kept through it, 


Arcade ports like 7ecmo'’s Dead or Alive and 
original titles like Treasure’s Silfouette Mirage | 
are helping the Japanese Saturn survive. | 


and just when it looked like there was a 
light at the end of the tunnel, the planet 
dropped. 


The Saturn was released several 
months early. 


And suddenly everything Sega hit 
the fan. Here was Sega’s 32 Bit hardware, 
beckoning gamers to buy it after they had 
spent over $500 in add ons and games for 
their Genesis. Many felt cheated, and others 
felt betrayed. Sega had just slit the 32 X’s 
throat, and weren’t in any hurry to bandage 
the wound. Sega had the same ‘suicide’ 
problem with the Nomad, which pretty — 
much slit the Game Gear’s throat. 


But the Saturn had a strong first 
month, and how could anyone pass up a 
new system with the near perfect Virtua 
Fighter in it? The system also had Clock- 


Sega had something going 
with products like the Christmas 
Nights Demo, and Three Game Pack 
in. More freebies like this would 


surely help their current status and 
the next system they attempt 


work Night to prove it’s superb 2D capabili- 
ties. But there was a hint of trouble with the 
system that was quite apparent in the other 
game at release; the 3D problem in Daytona 
USA. Here was the flagship of driving games 
for the system, yet it had severe clipping and 
polygon problems. 


With the Playstation still a few 
months away, and the Nintendo 64 no where 
im sight (at the time it was just being an- 
nounced), the Saturn did well, but everyone 
wanted to see what the Playstation had. When 
it was released on September 9th, 1995, Sony 
hushed the critics with two games; Battle 
Arena Tohshinden and Ridge Racer. 


Granted, by today’s standards, 
loshinden is pretty lame, but at the time, it 
proved that it could do more then Virtua 
Fighter, in the terms of 3D (the much used 
‘roll/dodge’) and more mainstream character 
moves (fireballs, upper cuts, etc....). And 
Ridge Racer was destroying Daytona left and 
right, with it’s better polygon count and 
graphics. 


Sega was not about to be left behind, 
and with games like Panzer Dragoon (still a 
favorite to many players), Asta/, and the 
immensely popular World Series Baseball, 


Sega proved that the Saturn 
still had the potential of being 
great. The flame wars of which 
system was better kept going 
back and forth, with both 
parties claiming better this and 
better that. Sony had the help 
of its then ‘in house’ developer 
Namco producing such hits as 
Tekken, Ridge Racer Revolu- 
tion, and Air Combat. Sega 
was relying on their arcade 
conversions and 3rd party 
favorites such as Working 
Designs (Shining Wisdom, Iron 
Storm), and Treasure (Guard- 
ian Heroes). Both systems 
hacked away at each other, and 
the war went on, with many 
players focusing on the 
Playstation’s ‘better’ graphics. 
This was especially true to _ 
games that were being released 
on both systems (VBA Jam 
LE, Alien Trilogy). But then 
Capcom released Street Fighter 
Alpha, and something became 
slightly apparent; the Saturn 
could do better 2D games. If 
both versions ran next to each 
other, the Saturn version always 


booted faster, and seemed a tad faster 
then it’s PS counterpart. And suddenly 
Saturn had an edge. 


To continue this quest, 
though, we must now broaden our 
horizons to include the Japanese 
market. As the major portions of the 
US gaming community began to sell 
their Saturn in favor of picking up 
Playstation because of more games, 
‘better’ games, and again, ‘better’ 
graphics, something was stirring the 
Japanese market; the Ram Cartridge. 


SNK, the creators of the 
NEO*GEO home arcade system, had 
just re-signed themselves up as 3rd 
party developers for Saturn and 
Playstation (this after a long hiatus of 
leaving Nintendo’s NES support). A 
Sega of Japan poll claimed that the 
signing was the number one favorite 
reason to own a Saturn for that year, 
according to Japanese players. 


The Ram Cartridge was 
developed for the Saturn version of 
SNK’s King of Fighters ‘95. This 
cartridge, when combined with it’s CD 
half, meant that the Saturn could store 


Although it had it’s spurts, the US Saturn never 
really held a strong sales record after it's release. 


more data, and not load as much, or 
as often. It was especially obvious 
when running next to the Playstation 
version, which took some major 
loading time, depending n the 
character’s size. But aside from that, 
both versions were equally great, 
and the Ram cart seemed like it 
would only impact the loading time. 
Then Samurai Shodown 3 arrived. 
The PS version was incredibly 
choppy, had horrid sounds and 
music, and major slowdown. But 
when the Saturn version, with it’s 
new Universal Ram was played, it 
was near perfect, with only the 
selection screen frames missing. 
Then Metal Slug, Fatal Fury Real 
Bout, and Capcom’s Cyberbots and 
Marvel Super Heroes were released, 
and the Japanese Saturn was going 
well. Everything seemed right with 
the world, and the Americans waited 
for their Ram cart and quality 
games. Until the domestic PS 
version of KoF ‘95 hit home, and 
slapped Saturn owners in the face. 


SCEA had bought the rights 


SAA 


the Capcom games that they so 
desperately wanted. And Sega 
refused, claiming that it would make 
games cost too much money. And 
therein are Sega USA’s biggest 
problems. 


Bad choices and lack of 
money. 


Sega claims that games 
would cost too much, and the 
consumer would not purchase it. 
That could not be farther from the 
truth. No game is too expensive, 
especially if it’s a game that a player 
really wants. If Sega were right, no 
one would have spent the $800 for 
the import Playstation and N64. No 
one would be buying import games. 
No one would be buying 
NEO*GEO cartridge games brand 
new. On all of these, the opposite is 
true. In fact, the average price one 
pays to have X-Men Vs SF is 
roughly $120.00. That’s $80 for the 
game, and $30-50 for the converter. 
Ask any one who works in a game 
store that supplies import games, 


Designs. A company who has been with 
Sega since the Sega CD. They were the last 
hope for many RPG players, bringing over 
games Sega would have let sit in Japan. 
And now, due to a mishap, have left Sega 
to join Sony. What has Sega done about it? 
Nothing. 


The other big problem with the 
Rights are release dates. Because Sony can 
have their way, many titles that are cross 
platformed are taking forever to come to 
the Saturn side (7en Pin Alley, for example. 
The Saturn version came out half a year 
after the Playstation version). The only 
thing that Sega has had going for them 
currently is the release of Quake and the 
better Duke Nukem. 


So where does this leave the 
American Saturn? To the die hard Sega 
fans who must have their arcade conver- 
sions, and the SNK and Capcom fans. The 
import market is still thriving (it still has a 
4 point lead above the N64 in the market 
share, according to Famitsu Weekly), and 
although it too is beginning to slow, it 
shows much more promise then the local 
market. In fact, many believe that the 


oe aI Ke IE ROMS 


SNK favorites like King of Fighters and Samurai Shodown will never see the States, thanks to Sony’s money and Sega’s lack of vision. 


to all of SNK’s games. Meaning that 
there would be no American ver- 
sions for the Saturn. And that meant 
no SNK Ram Cartridge. This wasn’t 
the end however, Sega still had a 
chance with Capcom, who at the 
time was developing the 4 Meg 
Cartridge, which would be required 
to play the upcoming Srreet Fighter 
Vs X-Men, Marvel Super Heroes Vs 
X-Men, Street Fighter 3, and 
Vampire Savior. Players wrote, 
demanded, pleaded with Sega USA 
to bring the Ram cart here, to have 


and they’Il tell you it’s the hottest 
game out right now. And the players 
who are buying them are smiling all 
the way home. 


The money problem comes 
in licensing and Rights purchasing. 
One wonders how many titles Sega 
USA has lost to Sony just because of 
money. For starters, there’s 7omb 
Raider 2. Then there’s all the SNK 
games, and Fighting Force... 


_ But then there’s Working 


imports are the only thing keeping the 
Saturn alive. 


And what of the future? The 
remaining games in development will 
probably come out, such as EA Sports 
titles and the few remaining Sega software 
titles. Past that, 1t seems like the system is 
on the slow road to the bargain bin in the 
sky. A fate that the system does not de- 
serve, nor does Sega USA have the right to 
do. 


Unfortunately, that’s about the 
only right they have left. 


Armored Core 


Bloody Roar 


Armored Core is a Mech Fan’s Dream Game 


Ahhh, mechs. For anyone who has ever had a love affair with these metal mamas, 
the end all be all game has finally arrived. This game has been out for a little while, and it 
seems the public is looking over this one. Please don’t let that be. 

This is by far the best mech-action/simulation to appear on any format (no, I 
haven’t forgotten about Virtual On). The story might not win any awards, but it’s far from 
standard issue: in the future, earth has become uninhabitable from nuclear war. Mankind now 
exists underground, and government has given way to a mercenary faction known only as the 
Ravens. Much like their earlier brethren, money talks and BS walks. There is no right or wrong 
to them. This is where you come in. After a humbling entry test, you become a Raven, the 
world’s most feared enforcer. The standard-issue AC, (heavily armored muscle tracer units, or 


Armored Cores) is a nice piece of machinery that will get you killed 4 missions into the game if 


you don’t adhere to the most important rule: Upgrade. 

The Ravens nest provides it’s users with a bevy of options to take advantage of: 
the garage, where you can customize the performance, appearance, and color of your AC. The 
shop, where you can buy and sell mech. parts; mission listings, e-mail, even a rival Ravens’ 
ranking poster. There is no excuse for 
anyone not to like this game when you 
can change every aspect including the 
AC’s name. 

And then there’s the 
weapons. Can’t seem to lock onto far 
away enemies? Trade in the FCS (Fire 
Control System) for a better unit (the 


you re plodding about a level? Switch 
between four leg styles; humanoid, 
reverse-joint, four-leg, and tank. 
There’s even secret AC components 
hidden throughout the game. The 
missions themselves range from the 
average ‘kill everything’ to rescues, 
recons, assassinations, recoveries, etc. 
The enemies range from lowly security 


Let it be known that this editor does not generally gravitate to 3D 
fighters, with their floaty control and largely VF-derivative design. Yet behold 
here, Bloody Roar, a title so finely produced even my anal gene sat down and 
took notice. An arcade port from little known (over here, at least) developer 
Raizing. It’s this years’ late entry for the top 3D beat ‘em up, which is getting 
quite crowded now-a-days. Of course, to compete, a title must have something 
unique to offer. Fortunately, Bloody Roar has that base more then covered: The 
‘beastification’ mode is definitely something to get excited about. Beside 
offering a competent game engine, some real flashy moves, and some off the 
wall characters (Long is the epitome of cool). The beast mode is a solid function 
in this game. Acting much like a power up meter, it changes your fighter into 


their animal alter-ego. 
Obvious advantages are 
increased speed, durability, 
stamina recovery, and new 
moves (which can be quite 
nasty if you’re the hitee). But 
the icing on the cake is the 
almost 2D control, giving 
you instantaneous response, 
which is quite rare in a 3D 
fighter. 

The sound is a 
joyous affair also, with a 
choice of PCM (Playstation) 


QX-9009, perhaps). Don’t like the way 


Bloody Good 


droids to monstrous sized mechs and ravens. Just don’t expect much mercy from your 
aggressors, because they will rain havoc upon you, especially if you don’t watch yourself and 
the terrain (which is practically devoid of pop up: you can see a long in any direction.). 

When scenario mode has you burned, grab a friend and host a blast a thon in vs. 
mode. It does take a slight visual drop in this mode, with the tiny screens and frame rate drop. 
But link up two Playstations and witness the metal combat at it’s finest. 

Alas, there is always a fly in the ointment somewhere. With only 46 missions 
(they tend to fly by once you get the hang of the game) and a limited number of AC parts, some 
may be hard pressed to continue on. But the replayability factor is sky high, since only a 100% 
score can be considered finishing the game. 

All in all, this is an essential must-play for PSX fans. And a robot lover’s dream. 

(PS - Armored Core: Operation Phantasma is coming this month to Japan! More 
parts, more mechs, more mayhem! Patronize your local importer today!) 


Recap: Mechs, guns, missions, link-up mode, and custom designs. Need I say 
more? 


Armored Core 

Sony 

1-2 Player 

Link-up mode available 


Graphics 90% 
Music/Sound 80% 
Gameplay/Control 90% 


Overall Review 86% 


By: Darkness 


‘Time 


generated tunes or the original arcade riffs. The designers were kind enough to 
throw in an art gallery, watch mode, and dip switch mode along side the standard. 
options. | 


Again, even the Great Wall of China has it’s cracks here and there. 
Only 9 (known) fighters grace the roster. A rather short list of moves, and some 
strange slow down (which seems to occur when you're doing practically nothing at 
times) bog down this fest ever so slightly. 

This is my only pick for a 3D fighter for the season. It has style, finesse, 
and that all-too-crucial POW! factor in spades. 


Recap: With an interesting twist and plenty of options, Bloody Roar 
makes a strong presence in the world of 3D fighters. 


Bloody Roar 

Raizing 

1-2 Players 

Import Available Now 

US Date: February (Tentative) 


Graphics 90% 
Music/Sound 85% 
Gameplay/Control 80% 


Overall Review: 84% 


By: Darkness 


Tomb Raider 2: Starring Lara Croft 


Tomb Raider 2 Much 


Ms. Croft is back with a vengeance! 


It’s finally here! After all the hype and all the waiting Tomb 


Raider 2 is here as 1s it’s lovely heroine Lara Croft. This time around 
our femme fetalle is set out to find the legendary “Dagger of Xian.” 
With the new story comes new improvements. 

First there’s a whole new training mode located at Lara’s 
estate just behind the house. This time there seems to be a lot more to 
explore around, so far I’ve found a secret room below the house where 
a statue seems to be stored. I still don’t know what to do there though. 
Well back to the point. The new training area allows the player to 
reacquaint themselves with the play mechanics of 7R2. 

Along with the ability to walk, run, jump, and swim, Lara can 
now climb and scale along specific walls and ladders. Not only does 

this allow for more exploration, but it also adds a little more danger. 
“Why?”, you ask, Well because Core has included hidden hazards, 
that if not climbed down, mean a long fatal drop. Moves aren’t the 
only thing new in this game though. 

As far as weapons are concerned Lara’s got some BIG 
ONES! Ummm I mean she’s got big guns! Hmmm that doesn’t sound 
quite PC yet. She’s packin’...Doh! O.K. she’s got some really 
powerful weapons this time. (whew) You start off with the original 
hand guns and the shot-gun. Later on you can arm Lara with automat- 
ics, a M-16, Uzis, a grenade launcher, and the harpoon gun. This last 
weapon permits you to shoot while swimming! Kool yes, but think 
about it fora moment. That means you have to fight in the water! It’s 


hard enough worrying about your 
air supply. It just adds to the depth 
of the gameplay..speaking of 
which... 

The Gameplay in 7R2 is 
definitely above its predecessor. 
The puzzles are much more 
intricate than before and they’re not 
as obvious either. Similar to its 
prequel you flip a switch in one 
area to gain access to another. It’s 
just that there are several mini 
objectives just to get from one 
switch to another. The enemies are 
abundant as well. So far I’ve 
encountered hordes of tigers, 
falcons, mob thugs, monks, and 
even a bunch of yetis. These 
opponents aren’t as tame as before 
either. You can’t just hide and 
shoot them from far and high. This 
time they get to you by any means 
possible! They actually climb up to 
you and start shooting and/or 
beating Lara dead. There’s been 
more than one occasion where I’ve 
had to scramble for ammo just 
because I had 2 or more enemies 
chasing me relentlessly. 

A totally new dimension 
to the gameplay is the ability to use 
vehicles. In 7R2 Lara eventually 
has to take control of a speedboat 


and a couple of snow-mobiles. The speed may be a fun factor, but be 
warned go too fast or fly off a ramp too high and you could send poor 
Lara through the dashboard. | | 

The graphics in 7R2 are a step above the last game. The 
lighting effects alone are just amazing. The lights and shadows ad an 
eerie mood to the environment. Speaking of shadows, Lara also has a 
new device to her vision pierce through those dark passage ways; the 
flare. Lara can either hold the flare with her while traversing the 
territory, or she can throw it ahead to see what may be in store. It’s a 
pretty freaky sight when you throw the flare down a path, just to 
capture a glimpse of something waiting for you just ahead. Other 
visual improvements include a change in Lara’s outfit every once in a 
while. So far I’ve seen her in her standard shorts and top, scuba gear, 
and in a bomber jacket. While this may not be a jaw dropping 
improvement, it does add to the realism of the environment. Heck, 
you try swimming in your regular clothes, or hiking in the snow 
without a jacket on. I know, you’re saying, “Well, she keeps wearing 
those shorts all throughout the game.” All I can say in response is, 
“Yippee”. I do like how Lara’s ponytail actually flings around this 
time, rather than just disappear like in the last game. 

The sounds on 7R2 are also improved upon. Not only is 
there more music in this version, but the sounds of the enemies add so 
much more to the game. In complete darkness sometimes all you'll 
hear is the footsteps and/or growling of the enemies. At least you 
know that there’s something there about to attack you. When they do 
attack the orchestra music suddenly plays, scaring you even more! 

Is TR2 better than the original? Yes, depending on the way 
you look at it. The very first part of this game has puzzles, that a 
veteran of the first game may be able to decipher, but may make 
newbies feel a litthe overwhelmed, or even disheartened. There is a 
definitely steep learning curve. Don’t get me wrong, though, the 
game has kept me up till 5 in the morning for more than just a few 
occasions. It’s not easy for veterans either. What I do miss though are 
those action-packed FMV sequences that (to me) gave Lara her 
personality as well as her reputation. The FMV in this version seem a 
little lame compared to the previous ones. The truly innovative part of 
TR2 is the fact that the player can save at any point in the game. No 
more having t look for those darn blue gems just to save your 
progress. Believe me, while playing your gonna want to save as often 
as possible. Especially before you take a flying leap of faith. 

All in all T7R2 is more than it’s original incarnation. It’s got 
puzzles that are 2 hard, have 2 many enemies, and is just 2 fun all 
around. Lara’s back with 2 of everything...ummm I mean uhbhh...Doh! 
Not again! Zomb Raider 2 1s an excellent game and worthy sequel to 
the original. 

Recap: Those of you worried that Core might have just made 
a rehash of 7R/, need not worry any longer. They didn’t make a 
cheap copy, they made a great sequel! . 


Tomb Raider 2 
Eidos/Core 
1-Player 
Available Now 
Graphics 95% 
Music/Sound 
Control/Gameplay 96% 


85% 


Overall Review 92%. 


ra re +s 


X-MEN Vs STREET FIGHTER WITH 4 MEG 


-WHEN MUTANTS AND 


Street Fighter Vs. X-men 


| OK let’s see if I have 
this nght. In Capcom’s X-Men 
vs. Street Fighter the characters 
from the Street Fighter Alpha 
series somehow manage to meet 
up the those famous marvel 

| heroes, the X-men. Yup that 
sounds like it could 
happen......... Right. Though this 
premise may seem a bit out there 
don’t be fooled. This is the BEST 
arcade to console conversion 
EVER on any system. This is 
due entirely to to the fact of the 

| inclusion of the 4 MEG ram cart. 
This magic little box transforms 
your little old Saturn system 

| virtually into the SF vs. XM 

| arcade unit. 

First off you start with 


9 Street Fighter characters: Ryu, 
Ken, Cammy, Charlie, Chun Li , 
Zangief, Dhalsim, Vega(M. 
Bison), and Akuma.. Then there’s 
the 8 X-men: Cyclops, Wolver- 
ine, Rouge, Gambit, Storm, 
Sabretooth, Juggernaut and 
Magneto. For those of you who 
unfamiliar with this game (Like 
that’s possible) This 2-D fighter 
allows the player to mix or match 
any two characters from either 
group to fight in a tag-team 
fashion match. 

The visuals in 
XMVSSF are just jaw-dropping. 
Everything is fast and fluid. I still 
get a teary eye when playing this 
game. It seems that all of the 
animation from the arcade made 
it to the Saturn conversion, 


thanks to the RAM cart again. The speed 
of this game is also unbelievable it puts 
Marvel Superheroes to shame and then 
some. It’s hard for me to believe that a the 
RAM cart adds THIS MUCH to a game. 
It’s a glorious scene when the characters 
start using their special moves. Some 
moves take up almost the entire screen 
without slowdown. Heck the only real 
loading time is when you first start up the 
game. After that there’s a maximum. 
waiting time of about 3 seconds (thanks to 
the RAM cart again). 

The audio of this gem is just as 
great as the visuals. The music is a nice 
arrangement from both the X-\/en and SF 
games. Every time a character is forced 
into a match his/her background music 
begins to play. The voices seem to be a bit 
clearer than in the arcade version. Is it me 
or does everyone get turned on by Rouge’s 
voice. 


The gameplay (to me) is pretty 
good, but not as deep as SF2. The player 
can perform “Special Moves” by pressing 
half and quarter circle movements on the 
D-pad. while pressing two of either the 
punch or kick buttons. The player can 
switch to his tag-team partner at any time 
by pressing the P + K button simulta- 
neously. A double-team move is accom- 
plished by pressing a quarter circle move 
and P+K. Pretty standard type fighting 
controls on Capcom fighters. 

Before I go on I want it to be 
known that I love this game and it will 
surely be getting a high score. Saying that, 
there is a minor flaw with the game, that 
being in the game’s difficulty. I played the 
game on it’s highest difficulty level and 
found it not to really be all that difficult. 
“Maybe it’s because I used the more 
powerful characters,” I thought, but then I 


tried it with what I thought were 
the less powerful characters and 
still went through the game with 
minor hardships. This really is it’s 
only drawback, but then if your 
into fighting games you know that 
the reason for getting them really 
isn’t to beat the computer, but to 
beat you friends. As a 2 player 
game XMVSSF is tough to beat. 

As far as extras are 
concerned I’ve only discovered a 
couple. Beat the game once and 
you get new alternate colors for the 
characters. Beat the game again 
and you'll be able to change the 
speed level up to 8 stars, if you 
though that 4 starts was fast, than 
this is insane! Other than those 
special extras I don’t yet know if 
more exist...but ’m keeping my 
fingers crossed. 

In conclusion XMVSSF 
is a gaming miracle. It’s a definite 
must buy. Sega of America says 
that if it does port the game here, 
that it WON’T include the RAM 
cart cause it would push up the 
cost of the game. If SOA realized 
that gamers don’t mind paying 
around $70 for an arcade perfect 
game, then maybe the Saturn 
wouldn’t be in the dire state that 


it’s in. 


Recap: X-Men vs. Street 
Fighter is the kind of game that 
Sega of America as well as Saturn 
advertisements should focus on. 
It’s this kind of quality that 
consumers need to see so that they 
know that the Saturn still is a great 
system. 


Graphics 100% 
Music/Sound 95% 
Gameplay 95% 
Overall Review 97% 


ae: Boe 


“Double Team!!”’ 


Before I begin this review, I 
would just like to take a moment to 
thank Capcom for such a fantastic game! 
THANK YOU, THANK YOU, for the 
love of all things holy, THANK YOU!!! 
This is by far the best arcade to home 
translation ever in gaming history! This 
game is perfect. All the animation is 
there, the speed, the difficulty, 
EVERYTHING!! Oh, and get this; two 
or three seconds of loading! I don’t cry 
over a lot of things, but I think this 
warrants a good weep of joy. <sniff, 
sniff> 

Let’s start where it counts; 
animation. Every stinking little frame is 
there. From Wolverine’s pointy boots 
and swinging claws to Gambit’s long 
flowing trench coat. You'll be staring at 
the character select screen for a good 5 
to 10 minutes in awe of each persons’ 
movements. You’re probably thinking, 
‘With all this animation, the game slows 
down right?’ No sir, no slowdown. 
Switching characters is like butter. The 
game doesn’t have to pause for a few 
seconds and load the characters or 
anything irritating like that. 

What really made me gasp 
for air was the speed at which the game 
was moving. Who would have thought 
that a fighting game with four characters 
constantly moving on and off the screen. 
could move so freakin fast. I think 
Capcom was on some kind of drug when 
they made this game. I mean is it really 
necessary to have eight speeds of 
turbo?!?! Imagine fighting that’s so fast 
that you lose sight of your character and 
you can’t make heads or tails of what’s 
going on. It’s kind of ridiculous but still 
fun to do every now and then. 

The difficulty is up there as 
well. I’m sure by now we’ve all 
discovered the lack of challenge in 
Marvel Super Heroes. You know, how 
you can set it to the highest level and 
still beat it in thirty minutes. Anyway, 
set the difficulty on X-men vs. SF to lets 
say five stars and you’re in for a world of 
hurt. Seven hit air combos, special 
moves you haven’t even discovered yet, 
the list goes on and on. 

Recap: This is it; this is the 
mother of all 2D fighters on the home 
console. I’ve never been more proud to 
own a Saturn. If you don’t own a 
Saturn, get one because this is one game 
that won’t be on the Playstation or any 
other system for that matter. 


Graphics: 100% 
Sound: 100% 
Control: 100% 
Overall Review 100% 


By: Ghost 


X-MEN Vs STREET FIGHTER WITH 4 MEG RAM 


FIGHTERS COLLIDE- 


Capcom 
Sweetness 


This certain Capcom came out 
with a game called X-Men: Children of the Atom 
a few years ago. While it was a fun play here 
and there, | personally leaned towards the more 
traditional Street Fighter and Vampire fighters 
that Capcom was then established for. However 
| did sit there and wish that there were a few 
Street Fighter 
peopie in their beating upon the X-Men... 

Little did | know that about a year 
and a haif later that wish would be answered, 
and even more so: | figured that if Capcom were 
to do this that they would just have a half and 
half roster of Street Fighters and X-Men and that 
would be it, just a fun fight there. But now they 
decide to show up SNK and their flagship King 
of Fighters series by making it a _tag-team 
game_. And this was not just the KOF style of 
teamwork where people only go in when the 
other players get knocked out; this was REAL 
tag team; switch whenever you want (per se) 
and let the hero heal a bit of the . 
damage while his parter is fighting. How much 
cooler could it be? 

Capcom had one last trick up their 
sleeve; a simple childlike philosiphy of making 
everything HUGE. Noritaka was probably like: 
“Ah, to hell with this Shinkuu Hadoken being 
justa big blue ball; let's make ita BEAM!” and it 
was done. So now everyone in the game has 
super moves that would make all other fighting 
characters cry, and regular moves that are full 

screen that used to consume 10% of that. 

Naturally, as people did about a 
week after it’s release, the next thing to worry 
about was a home version of the game. | was a 
stupid conformist lemming at the time so | actu- 


ally wondered how such a game could be put - 


on the PSX or the N64 for that matter (ugh...)... 
well, if you go to Capcom chat or open a maga- 
zine every other month there are still 

people insisting that X-Men VS. Street 
Fighter(Compiete) will be coming out for the 
Playstation. After you read this review, you can 
refer to these people, to their face if possible, 
as “wrong”... because there is never any men- 
tion of an XSF, or an MSHSF, or VS for the PSX 
at all. Go right to Capcom of Japan's site at 
http:/Awww.capcom.co.jp: if you find any single 
reference of any games mentioned in this para- 
graph coming out for the Playstation (or if you 
find any references to the N64 whatsoever!) | 
will personally drive to your house and buy you 
an arcade XSF arcade unit myself. No, really, 
I’m not too boastful... 


(Fonz, when in the hell are you going to talk 
about the game?) 


Game, what game? 
..oh yeah... 
Ahem, cough; as | was saying, 

XSF for the SS is good. Better than good. Bet- 
ter than better than Good, and even more so. 
The major item that makes the difference here 
is a little thing called a 4 Megabyte Ram card 
that slips very neatly into the back of your Sega 
Saturn. On the surface it doesn’t look like much: 
just a transparent blue thingy with a big metal 
plate in it and a whole bunch of Japanese on 
the front (which says “4 Meg Ram 


Card Expansion cart’, it’s the damndest thing). 

OK OK the game; now with this 
4 Meg card and the 2D prowress that the Sat- 
urn inherently possesses, you would expect 
the best arcade translation that Capcom would 
ever make....which is EXACTLY what this is. 
I’m serious. Compare the demo looping to XSF 
with Vampire Hunter. There are about 97% of 
the frames from the arcade machine in this 
game. That's right, I'd say 97%. On the back 
of the box it says “100%” , so | would minorly 
disagree with them on that (some noticable 
things are when Cammy is tripped or when 
Zangief gets nailed by Gambit’s super, Royal 
Flush). So now, for the first time, so many of 
the little things that make Capcom great are 
finally presented to their fullest capactiy; hair 
ruffles, capes flutter, eyes blink, teeth glisten, 
super moves have sparks that trail off to infin- 
ity, everything like that in the arcade to be cer- 
tain but still an invigorating sight on a home 
machine. As of yet | have not noticed any loss 
of detail within the backgrouds, in fact just the 


reverse since | can finally sit back and scruti- 
nize the backgrounds for the detail. All that | 
have seen is good, and it all loads within 4 
seconds. That's right; 4.1 wish Nintendo would 
realize that now the “no-load time” arguement 
is null and void, and this version of XSF is 
instantly one of the best arguments against 
that case. Here you have all the frames that 
are needed to make the game look more fluid 
than oil (for the most part) with exact (read 
EXACT) sound effects and music on a CD that 
isn’t compressed in the least (and the exact- 
ness of the arcade music has it’s good and 
bad points, yes the music is exact, but the 
music really isn’t all that good, actually, in my 
opinion nothing like SFZ2 or Three) and a 
game that never takes it’s time in anything at 
all; there is only when you turn the machine 
on when it takes a while. Other than that, once 
you see that glorious word “CAPCOM” in the 
tradtional yellow and blue, you are playing a 


game ,not waiting to play a game. 


And what a game to play! After the 
announcer yells “FIGHT” there is never a moment 
of inactivity upon the screen that is not attention- 
grabbing and totally fluid in action and application. 
Ryu’s Hadoken which in other games is not much 
bigger than his fists is now full-body length! Ken’s 
Shinryuken now travels vertically upon the entire 
background, which is at least double the standard 
height of other Street Fighter backgrounds, and all 
while having a gigantic flaming dragon twirling upon 
his side. Magneto’s Magnetic Tempest simply floods 
the screen, and blocking that particular super move 
doesn’t help matters much. Gouki’s Shun Goku 
Satsu now justlooks cooler with the larger hit sparks 
but can be done at LEVEL 1! His Tenma Go Zankuu 
now just makes it rain Gohado’s upon the hapless 
enemy. And besides all of this, we haven't mentioned 
Apocalype...needless to say that such a thing has 
never been attempted on a home system, much less 
sucessfully...which leaves Capcom to justly take the 
crown. Endings are also intact, and unlike the Ameri- 
can version, Apocalype does talk to you before the 
match, only in the MSHSF does that happen in the 


US. Finally, there are two incentives to defeating the 
game; simply just beat the game with any person to 
enable the selection of two identical people in Ver- 
sus (two-player mode), and go through the game 
without continuing to have the option of having a con- 
stantly full super meter gauge at your disposal. Both 
of these can be done at any difficulty (I think, | did 
just beat the game without continuing on Level 8 re- 
cently). And lastly, there is the option of “turbo”... and 
let us understand something. At 4 star turbo setting, 
which is half of the highest possible setting , the turbo 
was faster than any arcade machine that | have played 
on. Capcom, for the most part, outdid thierselves. 
And if you think this is all great, | hope 
you know that upcoming games from Capcom such 
as Marvel Super Heroes VS Street Fighter (MSHSP), 
Vampire Savior, and the Dungeons And Dragons 
collection as well are all slated to be fully revved up 
and required that mighty magnificent little blue 4 meg 
ram card. My only other hope is that SNK will not be 
too proud and makes a good version of King of Fight- 
ers 1997 for it was well. But so far | have seen noth- 


ing on that, so for now it’s only just a dream, | guess... 

To summarize; as you have probably 
figured out 1,451 words ago, this is a fundamental 
perfection in arcade translation. But will it get a per- 
fect or near perfect rating from me? As far as | am 
concerned, no. For ail the fluidity and largness that 
this game is, itis sometimes very easy to get caught 
in a corner and simply watch your player get beat to 
death. Fundamentally every character in the game 
has some sort of infinite combo; though difficult to 
pull off, these are still not very welcome in a game 
and are definitely not part of Capcam’s usual repu- 
tation (then again, Capcom did come out with 
BioHazard, so | shauldn’t assume too much). And 
as could be expected, there is a major major em- 
phasis upon Aerial Raves, and when | try to learn 
these | get shadows of K/ coming over me, which is 
not good. The sad fact that someone can beat you 
simply because you don’t happen to block exactly 
right and watch yourself suffer a 12hit Aerial Rave 
tends to get annoying quickly, and not for me per- 
sonally becasue | am not God of Aerial Raves. | just 
don’t care much about them and usually | can win, 
and | always win without them. Also, due to the fact 
that this is quite a considerable time between the 
home and arcade releases, | have grown quite used 
to the greatness of the graphics and the game itself, 
at times it now feels like an exercise to play. Anyway, 
as | was saying... I’d rather study strategy and 2-in- 
1's, rather than (HP, WP, WK, WP, MK, MP, DTFX3P) 
and BS like that. But at least when I’m playing the Al 
| still have fun. And that is really all that matters, in 
the end. Good show, Capcom, and | await to play 
Dan, Norimaru, and Jedah in the near future! 


Recap: If you don’t buy this game, you're nuts!” 


Graphics: 100% 
Music/Sound 100% 
Control/Gameplay 96% 
Overall Review: 91% 


By: Fonz. 


“Fly, drive or hover? Decisions, decisions.” 


Let me start be saying that when me and the other writers at 
Game Rave heard about Diddy Kong we all made jokes about 
the Mario Kart rip off it was sure to be. Well, I’m hear to say I 
was wrong, dead wrong. This game is very cool and very 
different than Mario Kart. First off, you get to choose two 
different types of play; Adventure mode and Race mode. 

In Adventure mode the game is more like Mario 64, 
you choose from different doors and must race against different 


opponents. You must make it through all the races and beat the 
boss of that world twice to get to the Trophy mode where you 
go against all 7 racers in a sequential 4 stage race for the Gold 
trophy of Champions. The reason I say this is more like Mario is 
the first door you enter you race against a giant bear up the side 
of a mountain. You race along the edge of the mountain climbing 
as you go, which is very similar to the first stage of Mario. 

In Race mode you race against other racers and 
progress through the various courses. There are challenge levels 

= é for each level and you 

need to find the hidden 
keys in one of the 4 race 
course areas. If any part of 
the game resembles Mario 
Kart it would be this 
section, but I would say 
that it resembles Jet Moto 
more. And with the 
inclusion of planes, cars 
and hover craft it really 
puts it in a class of it’s 
own. 


WO LD YO_ LIKETOB Y AN N64 GAME? 


So there I am, attempting to recover from the Aerofighters incident, and 
suddenly Vanna White appears in front of me. Startled, I blurt out, “Vanna!? What are you 
doing here? My room is a mess!!” 

She turns to me and goes, “Danger, you have to help me! I need you to review 
this for the magazine. Since Gametek is taking their own sweet time with Robotech, they 
asked me to sponsor this. Can you tell me how they did?” 

Well, not one to let a pretty lady down, I plopped the game in and gave the 
wheel a spin... {cue opening sequence music: add anti-aliasing and remove those annoying 
commercials} 

The first thing I notice is the opening music. I think my ears are bleeding. It’s 
terribly ‘cartridge’ sounding, and I quickly press the Start Button to pick my player. 

“What the heck?” J asked out loud. The contestants that I see before me are so 
badly dithered, anti-aliased and blurry, that my eyes began to hurt. I pick the least blurry 
one and start the game. Suddenly I’m slapped with something I thought not possible on 
N64; Full Motion Video. Now, before you go “YES! N64 FOREVER!” and such, be 
warned; it’s only about 5 by 5 inch screen, slightly washed out, and it’s only Vanna saying 
things like “Here’s the next round”, “Thanks for playing” and so forth. If the sound quality 
was just of higher quality, I could look over it. Speaking of sound quality, let’s talk acting. 
Vanna is fine (much better then her “LA Law” performance some years back), but those 
‘contestant’ voices...ugh. They recorded the letters and phrases separately, but at different 
emotions. They'll calmly say their choice, and then abruptly shout out the letter. This got 
rather annoying after a few rounds. And then there’s the clincher, the contestants 
themselves. They’re FLAT! Looking straight at them is fine, but when the camera changes 
angles, it’s like looking at a Parappa character, they have height and width, but no depth! 

The actual game graphics however, are rather nice. The wheel is perfect, and 
you even see the light up ‘Letter’ board used for the real life show contestants in one of the 
camera pans. The studio back drops occasionally change, which was a nice feature. 
However, there are some rather obvious “visual glitches” that should have been fixed. The 
most hurtful is the on screen Vanna. When she goes to change letters, she just walks by, and 
the letters change themselves! Even the NES version had her reaching for the letters, and 
seeing this 64 Bit version missing this threw me. Next, the contestant “letter board” doesn’t 


keep track of the letters! Of course the player board does, but seeing that lack of detail 
(especially considering that it shows that camera angle quite a few times) was rather lazy on 
the programmers’ part. Also, the contestants themselves only have about four frames of 
recycled animation between them. The game uses quick cuts to hide this fact, but when you 
win the game, you can see very clearly that there ain’t much there. 

The control in the game is also not as responsive as it should be. It takes forever 
to get the cursor moving, and the wheel isn’t as analog spinnable as I would have liked it. 

So all that’s left are the actual puzzles. Those are a mixed blessing. I was 
guessing quite a few with only three or four letters present. So, like an honest gamer, I put the 
difficulty to hard, and watched myself get slaughtered by the computer. Three times (twice in 
the same game) the second CPU player solved the puzzle on her first try (after camping out 
on the $750 piece for fifteen spins). I never got past my first turn. The puzzles get really 
weird, the biggest disappointment being the Final Round puzzles. Most of the time, they were 
one word answers. Considering they automatically give you RSTLN E, it leaves little to the 
imagination what the puzzle may be. 

Kind of let down, I solved the puzzle, took my $25,000 prize, and bought Vanna 
a one way ticket back to Hollywood, a nice parting gift 1f | ever saw one. When all was said, 
played, and done, I came to two conclusions; 1) Gametek needs to get back to finishing 
Robotech (if it still exists), and 2) I really need to clean my room, in case I ever have another 
celebrity drop by. 

Recap: Although it’s a great change of pace from all the 64 Bit Doom clones and 
racing games, it doesn’t hold a fair game for one player. If you must buy this game, buy it for 
the multi player mode. 


Graphics: 84% 


Wheel of Fortune 

1-3 Players Sound/Music 75% 

Rumble Pak Compatible Control/Gameplay 70% 
Overall Review: 80% 


By: DangerBoy 


NINTENDO G4 REVIEWS 


Diddy Kong Racing 


AeroFighters Assault 


When you first start out there are 8 characters you get 
to pick from; Timber, Pipsy, Diddy Kong, Banjo, Conker, 
Bumper, Tiptup and Krunch. All have there own distinct 
strengths and weaknesses. What really makes this game shine 
though is the ability to choose between a plane, a car or a hover 
craft on selected courses. When you play 4 player split screen 
with 2 planes, a car and a hover craft it is just a blast. 

There are 4 race levels with 4 courses open when you 
Start, giving you a total of 16 tracks to race before you even get 
into the hidden challenge levels. This game has a ton of 
replayability because of all the hidden areas. The 4 race levels are 
Dino Domain, Snowflake Mountain, Sherbet Island and Dragon 
Forest. As you can see from the names alone, the courses are 
designed for the various vehicles in mind. For example Sherbet 
Island is more water based and so the hover craft generally 
works better in there. 

As in Mario Kart where you can pick up stars, in Diddy 
Kong you pick up different colored balloons which contain 
power ups or weapons. The difference here is that when you 
pick up multiples of the same color balloon the strength of the 
weapon or power up increases. You can increase the strength of 
an item up to 3 times. 


Lot MoreThen Expected 


I'm not real big on giving out tricks or tips, because part 
of the fun is finding them, but I will give out this one, mostly 
because it’s easy to figure out and it helps a lot. To “Turbo 
Boost”, do the following: After the announcer says “Get Ready” 
and the words start to disappear at the start of a race, press the A 
button. You will get a turbo boost. 

Recap: A very rare game that combines both fun in the 
multi player mode as well as the single player mode. Definitely one 
to add to the collection 


GamePlay 89% 
Graphics 90% 
Sound 89% 


Overall Review 91% 


Diddy Kong Racing 
Rareware 

1-4 Players 

Rumble Pak Compatitble 
Controller Pak Save 


By: The Collector 


AeroFighters Fails to Get off the Ground 


So there I am walking into work, and there’s this Aerofighters Assault 
box sitting on the New Release wall. I had never even heard of the game, but, not 
one to argue with lack of hype, I brought the game home and decided to test out the 
first jet fighting game for the N64. I brought the game back and decided I don’t need 
the first jet fighting game for the N64. 

The game places you in control of one of four pilots, each with their own 
abilities and different special weapons. This sounds all fine and dandy, till you start 
using them. The Japanese pilot has (are you sitting down?) ninja stars for his bullets, 
and when he fires his special weapon, this huge long blue ray comes out of his ship 
and he yells “Ninja Beam!”. The other pilots are just as ditzy, with absurd pilot 
comments like “Dude, they got me” or “I’m in the hot now.” The acting is bottom 
notch, and everyone, particularly the female pilot, sound as if they were forced to 
voice act. 

The graphics are pretty damn pathetic. The game uses the lame excuse of 
a story line that “ The evil Phutta Morgana and their evil machines’ have melted the 
polar ice caps and flooded the coastal cites” to hide the fact that there are about 15 
buildings stuck on top of one big blue square, and that’s it. You do hit some land 
later on, but it doesn’t improve past that scarce landscape. 

Then we have the gameplay. Picture this if you will: You’re flying a jet, 
and the speedometer says 1200 mph. You then realize that the jet is really moving at 
about 12 mph and if you even come close to a big bad guy ship, it slows down even 
further. The control is way off, and since you auto barrel every time you try and turn 
in Ist person perspective, you have to play in 3rd person. | 

T have a another little problem with the gameplay. The game has most, if 
not all the bosses, out in the open with the rest of the normal enemy ships when you 
Start the level. This translates into “Start level, go straight for boss, kill boss, go to 
next mission, repeat.” You have to go by the books if you want to earn the Bonus 


stars, and not use special weapons and the like. Not enough there to warrant a 
replay, and certainly not enough to keep me through a first time basis. 

The music is major blah, reaching almost Cruis ’n Usa sub standards. 
The explosion and hit sound effects aren’t bad, and they were used well. 

In fact, the only thing that I can honestly say that I liked were the 
explosions. When you kill an enemy, they really explode like they would in real life, 
which is a big cloud, with minor trails, as the ship goes down. 

Past that, I highly, HIGHLY, order you to stay away from this game. It is 
in no way, shape,or form worthy of your holiday money. At most, rent it and realize 
the money you saved by not buying it. This should have been called AeroFighters 
Insult... | 


AeroFighters Assault 

Video System/ Paradigm Entertainment 
1-2 Players 

Rumble Pak Compatible 

Graphics 37% 
Sound/Music 35% 
Control/(Gameplay 42% 

Overall Review: 40% 


By: DangerBoy 


Corash2 BRarmdicoor 2 


Crash Course in 
‘Sequel’ ology 101 


As the mascot for Sony, Crash Bandicoot stands for more then just a game 
system, but a way of thinking. He has so much character, so much charisma, that it 
makes you wonder why the heck no one else thought of him sooner. Take Mario for 
example. The poor fellow has been saving the same princess from the same bad guy in 
the same way for 10 years. He needs to retire. Or Sonic. He’s been so over worked, and 
run so many times that he’s been taken for granted. But then there is Crash. Crash 
knows he’s a video game character, and he’s not taking it lying down. 

Naughty Dog has given Crash the things that the entire game industry - 
needs: a wake up call full of life, vigor and humor. 

Crash 2 starts off with Crash and his sister enjoying the beach. Low on 
juice for her laptop, CoCo sends Crash home to grab a new cell. Half way home, he gets 
a wee bit side tracked. And low and behold, our adventure begins... 

Crash must work his way through many levels, collecting the crystals Dr. 
Neo Cortex needs in order to save the world (“Gasp!” You say. “He’s working for the 
bad guys?!?”). Along the way, you are met by another scientist, who claims that Neo is 


still the evil twerp he has always been. 
So now you must work for both sides, 
and the resulting ‘conference calls’ are 
quite the charm. 

The graphics and 
animation are gorgeous. There are quite 
a few new enemies, with some new 
takes on old favorites (plant food, any 
one?). The levels have opened up to 
include a tunnel system, ice stages, and 
newly remodeled versions of the swamp 
and jungle levels. Another neat feature 


is that when you hit bonus stages, the camera comes with you as you head towards the 
_ new area. This helps answer those “I wonder how I get over there?” questions that so 
many gamers asked in the first one. The animated antics of Necro and Crash are a riot 
in themselves. Crash has so many death animations (sometimes four to a stage!) that I 
found myself ramming that little furball into everything and anything, just to see what 
else I could discover. The “Danger Favorite” is running both him and the baby polar 
bear into the water. I love these guys. 

The music is still that groovy good batch that it was in the original, with a 
great sampling of special effects and sounds. 

The gameplay has taken a new twist, with a crawl and belly flop added to 
his movements. I still chuckle every time I do the flop, which is required to break certain 
blocks. There are also new Nitro boxes, which make killer Bandicoot BBQ if you even 
scratch them. The game introduces the Analog feature to the control. However, I must 
confess that I preferred the standard pad in this game. There’s just so much to avoid at 
times that it seemed like I’d break the analog in my attempts at saving my sorry self. 

New variations on the traveling gear include the boar being replaced by a 
baby polar bear (mention above) and a water scooter replaces the floating leaves. There 
is also a new jet pack yo can use. Very cool. . 

Bosses are a separate review altogether.. From the first set of sword 
swinging twins, to level three’s moon pooch, the game never lets up on the fun. And the 
winning dance animation...if you don’t bust a gut laughing at that you aren’t human. 

As an overall package, Crash Bandicoot 2 is a worthy sequel and a very 
impressive display of what happens when the right people do all the right things. It has 
that show stopping appeal and is definitely a worthy purchase. 


Recap: A ton of fun and a lot of laughs, Crash Bandicoot 2 lives up to and 
surpasses it’s predecessor. 


Crash Bandicoot 2 
Naughty Dog / Sony 
1 Player 

Analog Compatible 


Graphics 92% 
Music/Sound 85% 
Gameplay/Control 88% 


Overall Review 92% 


By: DangerBoy 


LIVEBA Live ‘9S 


‘Live Slams Onto the 
Sports Scene 


Electronic Arts has kept their line of yearly 
update titles going by releasing NBA LIVE ‘98. The game 
features many old favorite features like personalized 
stadiums, cheering crowds, great control and all the NBA 


teams. 
Other features which have returned are 
_ the ability to trade anyone you want, create 
& yourself(bigger and better, of course), and the ability 
ee. to customize your starting line ups. 
an Some of the new features this year 
7 include the commentary 
» of Verne Lundquist from 
RAVE REVI EW * TNT’s NBA broadcasts, 
updates of your team’s 
F progress before each game, and cool looking player faces which look 
, Surprisingly real. Live also features the ability to fins out if your 
| players are on a hot or cold streak, a daily update of all pertinent news 


in the league including trades, whose been 
released or signed, injuries and winning 
streaks have ended or started. 

As always, the stat keeping 
capabilities of this series is unparalleled 
among other basketball games. The 
graphics for this game are as good as ever, 
featuring the aforementioned faces, and a 
moving crowd rather then the cardboard 


cut outs of NHL Face Off, plus the smooth movement, when compared to the 
choppiness of the previous versions. 

Live also features sound quality that is lively and clean. The crowd in this 
game is regrettably the same for each game, but the changing levels of intensity and 
volume is a refreshing change from the stale, drab levels of other basketball games. 


Verne Lundquist and his partner announce the game with a little bit of hesitation as 


to keeping up with the game pace. 

Enough of the brown nosing, now we come down to my favorite part; the 
bashing. Live features an auto-replay that gets very annoying after awhile. The game 
also has the ‘no touch’ rule, which makes playing defense very difficult. Thankfully, 
it also has the ever present ‘rule changing’ capability, which can turn a low scoring, 
dull team into an offensive juggernaut, or can turn them into a super defensive team. 
This ‘rule changing’ option also makes it possible to have no out-of-bounds, no 
goaltending (Dikembe Mutumbo need not apply), and a ‘no fatigue’ game. This can 
be fun for a little while, but the real hard nosed game is what sold me. 

As always EA Sports knows how to put out a top quality game and this 
here is the real deal boys and girls, get it! 

Recap: Live ‘98 was a very easy game to learn and features four difficulty 
levels, this game is a must buy if you’re serious about basketball, and for those of us 
who casually view the NBA. 


NBA Live ‘98 


EA Sports 

1-8 players 

PS Multi Tap Required. 

(For 3 to 8 players only) 

Graphics 98% 

Sound/Music 98% ee all 
Gameplay/Control__98% 
Overall Review 98% By: Just Kevin 


NTING AN 


“Uniformity” 


_ For a long time now there has been something that has been 
bothering me about video game packaging and now I finally get a 
chance to scream and yell about it. My complaint has to do with the 
wide variety of shapes and sizes that video games come in. Now, I 
know this sounds petty, but give me just a moment of your time and I 
think you’ll see things my way. 


When the Playstation first came out, I ran out to buy it and a 
brand spanking new copy of Battle Arena Toshindin. The first thing I 
said to myself when I picked up the game was “Why is a CD in sucha 
bid case?”. But the realization of the problem did not hit home until I 
finished playing my new game for the night and went to put it away. It 
was then that I said “Hey, this stupid case won’t fit in any of my 
shelves!”. So I had to store my new Playstation games on the book 
shelf for about a year and then to my surprise Sony decides to start 
putting games out in a standard CD case. So half my games are in a 
CD cabinet and the other half are in a book shelf. Maybe it’s just me, 
but having my things organized and neatly displayed looks cool. It just 
is not as impressive a collection when you are showing a friend part of 
your stuff in one room and part in another. 


Sega decided to stay with the big box for some reason and 
even though I do not like to big box, I have to commend them for 
picking a standard and staying with it. Nintendo on the other hand is 
the odd man out because they decided to go with cartridges instead of 
CD’s (that is a whole article in itself). My problem with the way 
Nintendo packages their stuff is the cardboard box approach. Would it 
kill them to create a nice plastic case similar in size to a double CD 
cases. Not only would it not get destroyed as easily as the cardboard, 
but it could then be stored right along side the Playstation games. Who 
want’s to take bets that Nintendo does some sort of new design for the 
bulky drive games? Oh, I know they will, just to drive me nuts. 


This package problem is not restricted to the game industry 
either. Has anyone looked at the cool new DVD movies? Well, do you 
see a similar problem? IJ bet in a year or so, they will start issuing DVD 
movies in the standard CD case. My problem with the package of 
games is not limited to the size and shape though, I also have a 
problem with the cover art for games? How many of you have seen 
the Japanese release of a game and then the American release. Did you 
notice the cover art was different? This happens all the time and for no 
good reason. I take that back, the reason the companies give for 
changing the art work is because video games are targeted more at 
younger children in the U.S. and younger adults in Japan. 


] realize that most people don’t care as much about organiza- 
tion as I do, but I hope you can see my point about switching back and 
forth as companies seem to be doing and how this can be a pain in 
storing and displaying your collection. 

The Collector — 


“Percieve/Decieve” 


Beware, oh unwitting gamers out there! 
“Of what?” you may ask. Of Everything, and 
nothing. Confused? Didn’t think so. For those of 
us who have chosen gaming as our choice form 
of entertainment, there has been knowledge of 
being...well, take your pick: shanghaied, ripped 
off, forgotten, and ignored, at one time or another 
by some of this industry’s less scrupulous devel- 
opers and/or retailers. 


“What in the name of Capcom is this guy 
talking about!?” 


It may very well be something you have 
been thinking. Let me clarify. 


I for one, am sick and tired of being sick 
and tired of the crap that happens in video games 
(the business). Censorship, cutbacks, uncalled for 
reschedules, silly rehashes, inept titles, excre- 
ment-valued titles, ““shortages,”’ and the like. (Le. 
I like Capcom, but RE: Director ’s Cut USA was 
still “not censored’, still M.I.A are various FMV 
clips, ‘questionable’ situations and the infamous 
“Trevor’s Notes’ the game’s sub-story. ) 

Nintendo keeps the (ugh) Killer [Instinct franchise 
alive yet silently murdered a Kid Icarus sequel 
and drags their arse on Metroid 4. The Streets of 


_ Rage series is still the best console side-scrolling 


beat-em-up, but Sega insists on making at least a 
million Virtua Fighter and Daytona clones. 

Now I understand that we are to partially 
blame (for buying into it all), but when will some 
smart company have the marbles to hit the 
market with something that really kicks? Prob- 
ably never. 

For as long as there are corporate heads, 
influences, and producers who are unwilling (or 
sadly, in many cases, unable) to stop the crap that 
floods our playing fields, perhaps Mr. Yamauchi 
is correct... 

We are near an impending crash from 
which gaming may never return. 


Darkness 


GOING POSTAL 


Letters To The Editor 


People of Game Rave, 


T have a few questions to ask. My friend and I want to start our own 
magazine. Where and how would you get the people to copyright the magazine 
and it’s title.. Where and how do you get permission from a company to put their 
games in and review them, and put pictures of their game in the magazine. Do 
the companies send you demos to review in the magazine. Where and how do you 
get permission to do advertisements for a store? And the magazine Game Rave is 
a great magazine to read. 


Thanks, 
Chris Kowalcyzk 


Dear Chris, 


First of all, thanks for the compliment. It takes the support and 
letters from readers like yourself to help keep a magazine going. | must admit, 
found it ironic that our first letter would be asking how the reader could start 
his own magazine. However, to answer your questions, you must realize that 
starting a game magazine is no easy task. in fact, in can be down right brutal. 
Your questions pertain to the dark side of the industry known as ‘red tape.’ 

When starting a magazine, the copyrights are slightly ‘understood’ 
to be the rightful property of it’s owners [in this case, “Game Rave” And “Rave 
Publications” are understood to be copyrighted by me). Since the magazine is 
on such a small scale, the copyright is a given. If anything did happen where | 
felt that my copyrights were being abused, | could take the abuser to court and 
prove that the copyright is mine through various evidence. When the magazine 
reaches the professional stage, we will be required to legally copyright our 
material, and that requires a small fee and some paperwork through the 
‘proper channels. 

Contacting and creating a constant, friendly, link to game compa- 
nies is a delicate process. It takes a lot of time and work, and results are not 
always instantaneous. We we're grateful at how well companies like Namco 
and Konami received us. They were the first companies to let us in, and we 
have been working off that ever since. The problem is that most companies 
tend to look down on ‘fanzines’, seeing them only as a ‘hobby’ of someone who 
is just trying to get free stuff. And that’s where it hurts, because we are more 
serious about the gaming scene then most ‘professional’ publications appear. 
We are trying to create something from nothing, literally. Also, you must 

realize the one important factor({and a necessary evil] that can both make and 
break a magazine at the same time; truth. You can imagine the difficulties one 
has in trying to acquire game rights from a company, when a month earlier 
you categorized 95% of their game library as belonging in the “Bottomless Pit 
of Despair.” 

Also, just to even get through to the right person, you must wade 
through all the jammed channels of customer service, lost e-mails, and having 
requests thrown in the circular file. 

Advertisements are a whole nother story. Stores want to be sure 
that they get their money's worth out of any ad or magazine purchase they 
make, and you are constantly having to prove yourself to the stores, the 
readers, and the companies. It also takes time to build enough reader base to 
lure potential advertisers in. 

It also takes a budget. The three trial issues cost about $320 to 
make, and that’s not including the man hours to assemble it, or the cost of the 
games, or the rentals, and so forth. A magazine’s life support exists in the 
advertisements and consumer pick up. With out either one, a magazine 
crumbles away. 

The final ingredient to having a magazine work is a reliable and hard 
working staff. Thankfully, I’ve been blessed with both. It takes huge amounts of 
time to get everything ready, especially when most of the staff is fighting off 
school, work, and other things. The final four days of Mini Issue #0 were spent 
up till 3 am making sure it was ready for release. And that was for an eight 


page issue. Imagine the stress we go through with these 20 pagers... That, and 
realize the 7 to 8 of us do the jobs of like 40-50 people, compared to the pro 
mags. 

Unfortunately, past that, when it comes down to it, | can’t exactly give 
you a straight answer. But hopefully, in the future, when | know the answers, I'll 
be able to tell you. 


Jason 


Wanna know more info? Have a 
question that’s wracking the brain? 
Want to compliment us? Put us down? 
Treat us to lunch? 


To reach any of the staff, simply 
send your letter one of two ways: 


To send it via E-Mail, the address is: 
(Make the subject “Game Rave”) 
To send it through the snail mail, 
the address 1s: 


Game Rave 
Letters to the Editor 


THE TOP 5 


BamBam’s Top 5 


uotes said while playing Goldeneye 


rm NW BN 


—N WEY 


m NW BN 


me NO WW 


. “No using Odd Job!” 

. “Don’t shoot me, I’m unarmed”’..... BANG! 
. “Everyone kill BamBam!” 

. “Ha, I finally got you! You #$@!#in’ @##@” 
. “Dude, I’m on your freakin’ team!” 


DangerBoy’s Top 5 


Favorite Winning Dance Poses 
“The Parrapa” (...the Rappa) 


“The Tempo” ( Jempo 32X) 
“The Sakura” (Street Fighter Alpha 2) 
“The Crash” (Crash 2) 


. “The Tifa’* = (Final Fantasy 7) 


*Okay, okay, so it’s not really 
a dance, But c’mon, it’s TIFA!!! 


Ghost’s Top 5 
Anime 


. “Street Fighter: The Movie” 
. “Armitage” 

. “Fist of the North Star” 

. “Akira” 

. “La Blue Girl” (Vol. 1-6) 


Darkness’ Top 5 
Things I Hate in Video Gaming 


. Console Manufacturers’ seeming 


unwillingness to redesign less then 
steller products (N64’s pad, PS 
Directional Key, etc...) 


. The fact that no one will any longer 


allow a console to mature like the NES 
did. (Every three years, some new format.) 


. Street Fighter 3 (Any version) 
. Cute Games 


Bad Games 


Next Issue: 


The Collector’s Top 5 


Coolest Toys 
5. Six Million Dollar Man With Bionic Eye 


4. Angela (From Spawn) 
3. Sally with Removable Limbs 

(From “Nightmare Before Christmas”) 
2. Mego Captain America 


1. Baron Karza (From “Micronauts”’) 


The Fonz’s 


Top 5 Plasues infectin 
The US Gaming Scene 


5. Tomb Raider 
All of you know well that 1f Lara was male you wouldn’t play 
this game. I mean for pete’s sake the guy that designed 
the game admitted that Lara was his own personal sexual oes 
4. Mortal Kombat 
Need I say anything more? MK4 is MK3 with polygons and there are 
probably going to be more updates for this than SF3. They all 
sucked anyways and are currently holding approximately 2,000,000 
brains hostage. 
3. Computer Multiplayer gaming 
Besides the cost of buying the game itself, many 
games that are multiplayer capable force you to pay exorbitant 
fees due to modem use and on top of that make you pay for 
subscription...?! What in the hell is this? 
2. Nintendo (The Company) 
1. Doom 
What an apporpriate name for this game, if you want to call it a 
game.... 


-Game Rave Comics Section Debuts! 


-Hints and Tips Section! 


Plus more reviews and all the other goodies! 


}GAME QUOTE OF THE MONTH: 


“PM REALLY GETTING TIRED 
OF THAT KIM GOODIE-TWO- 
SHOES GUY.” 


CHAN KOEHAN OF 

KING OF FIGHTERS ‘96, | 
COMMENTING ON HIS 
PARTNER KIM KAP HWAN 


